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What	
  is	
  Design	
  Thinking?	
  
	
  
As	
  a	
  style	
  of	
  thinking,	
  design	
  thinking	
  is	
  generally	
  considered	
  the	
  ability	
  to	
  provided	
  creative	
  solutions	
  for	
  
problems	
  by	
  looking	
  at	
  the	
  needs	
  of	
  the	
  user	
  (empathy),	
  the	
  generation	
  of	
  insights	
  and	
  rationality	
  to	
  analyze	
  
possible	
  solutions	
  to	
  a	
  specific	
  context.	
  	
  While	
  design	
  thinking	
  has	
  become	
  part	
  of	
  the	
  popular	
  lexicon	
  in	
  
contemporary	
  design	
  and	
  engineering	
  practice,	
  as	
  well	
  as	
  business	
  and	
  management,	
  its	
  broader	
  use	
  in	
  
describing	
  a	
  particular	
  style	
  of	
  creative	
  thinking-­‐in-­‐action	
  is	
  having	
  an	
  increasing	
  influence	
  on	
  twenty-­‐first	
  
century	
  education	
  across	
  disciplines.	
  
	
  
While	
  design	
  thinking	
  has	
  its	
  roots	
  in	
  the	
  innovation/design	
  sector,	
  the	
  process	
  itself	
  can	
  be	
  used	
  anywhere.	
  
Indeed,	
  it	
  is	
  a	
  great	
  tool	
  for	
  teaching	
  21st	
  century	
  skills,	
  as	
  participants	
  must	
  solve	
  problems	
  by	
  finding	
  and	
  
sorting	
  through	
  information,	
  collaborating	
  with	
  others,	
  and	
  iterating	
  their	
  solutions	
  based	
  on	
  real	
  world,	
  
authentic	
  experience	
  and	
  feedback.	
  1	
  
	
  
Design	
  thinking	
  provides	
  a	
  path	
  to	
  greater	
  creativity.	
  	
  By	
  using	
  the	
  design	
  thinking	
  process	
  students	
  and	
  
teachers	
  grow	
  in	
  their	
  ability	
  to	
  be	
  creative	
  and	
  to	
  innovate	
  on	
  a	
  regular	
  basis.	
  	
  The	
  process,	
  if	
  used,	
  can	
  
transform	
  difficult	
  challenges	
  into	
  opportunities.	
  	
  Unfortunately,	
  in	
  many	
  classrooms,	
  we	
  find	
  there	
  is	
  an	
  
underlying	
  expectation	
  that	
  students	
  must	
  strive	
  for	
  perfection,	
  that	
  they	
  may	
  not	
  make	
  mistakes,	
  that	
  they	
  
should	
  always	
  strive	
  to	
  be	
  flawless.	
  This	
  kind	
  of	
  expectation	
  makes	
  it	
  hard	
  to	
  take	
  risks.	
  	
  It	
  limits	
  the	
  
possibilities	
  to	
  create	
  more	
  radical	
  change.	
  Design	
  Thinking	
  gives	
  you	
  permission	
  to	
  fail	
  and	
  to	
  learn	
  from	
  
your	
  mistakes,	
  because	
  you	
  come	
  up	
  with	
  new	
  ideas,	
  get	
  feedback	
  on	
  them,	
  then	
  iterate.	
  It	
  is	
  always	
  in	
  
progress.	
  	
  Students	
  and	
  educators	
  need	
  to	
  experiment,	
  and	
  Design	
  Thinking	
  is	
  all	
  about	
  learning	
  by	
  doing.	
  
In	
  short,	
  Design	
  Thinking	
  gives	
  the	
  confidence	
  that	
  new,	
  better	
  things	
  are	
  possible	
  and	
  that	
  you	
  can	
  make	
  
them	
  happen.	
  And	
  that	
  kind	
  of	
  optimism	
  is	
  well	
  needed	
  in	
  education.	
  
	
  
	
  
	
  
Five	
  phase	
  of	
  Design	
  Thinking	
  
1. Discovery	
  
2. Interpretation	
  
3. Ideation	
  
4. Prototyping	
  (Experimentation)	
  
5. Refinement	
  (Testing)	
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  Ray,	
  B	
  (2012).	
  Design	
  Thinking:	
  Lessons	
  for	
  the	
  Classroom.	
  Retrieved	
  from	
  
http://www.edutopia.org/blog/design-­‐thinking-­‐betty-­‐ray	
  



	
  

	
  
	
   	
  



	
  

The	
  Design	
  
Process	
  
	
  
The design process is what puts Design Thinking into action. It’s a structured 
approach to generating and evolving ideas. It has five phases that help navigate 
the development from identifying a design challenge to finding and building a 
solution. 
	
  
It’s a deeply human approach that develops your ability to be intuitive, to interpret 
what you discover and to generate innovative ideas that are meaningful to those 
you are designing for—all skills our students will need in college and careers.  
 

 
 
	
  
	
  

 
	
  

DISCOVERY INTERPRETATION IDEATION PROTOYPING REFINEMENT 
	
  
	
  

Methods are the core piece of this 
approach: they offer the actual 
instructions that help you put 
Design Thinking into action. 

	
  
There are many, in order to provide 
you with a rich variety to choose 
from: every challenge requires a 
different approach and a different 
set of methods. 

It often makes a lot of sense to 
follow these steps in a linear way, 
especially when you’re starting out. 
But don’t feel restricted by that: 
only you know how to best use 
this process. Use it along with 
other methodologies and theories 
you find useful to develop ideas. 
Adapt it, annotate it, cut it up, 
reconstruct it and make it your own. 
 
 
 
 
 
 



	
  

Design  Process  
	
  
	
  
	
  
	
  
	
  
	
  
	
  

PHASES 
	
  

1 2 3 4 5 
DISCOVERY INTERPRETATION IDEATION PROTOTYPING REFINEMENT 

	
  
	
  
	
  
	
  
	
  
	
  
I  have  a  challenge.  
How	
  do	
  I	
  approach	
  it?	
  
	
  
STEPS	
  
1-­‐1	
  Understand	
  	
  
	
  	
  	
  	
  	
  	
  	
  	
  the	
  Challenge	
  

1-­‐2	
  Research	
  

1-­‐3	
  Gather	
  Inspiration	
  

	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  

I  learned  something.  
How	
  do	
  I	
  interpret	
  it?	
  

I  see  an  opportunity.  
What	
  do	
  I	
  create?	
  

I  have  an  idea.  
How	
  do	
  I	
  build	
  it?	
  

I  tried  something  new.  
How	
  do	
  I	
  evolve	
  

	
  

	
  
	
  

2-­‐1	
  Capture	
  your	
  Learning	
  
	
  
2-­‐2	
  Search	
  for	
  Meaning	
  
	
  
2-­‐3	
  Frame	
  Opportunity	
  

3-­‐1	
  Generate	
  Ideas	
  
	
  
3-­‐2	
  Refine	
  Ideas	
  
	
  

4-­‐1	
  Build	
  Prototypes	
  
	
  
4-­‐2	
  Get	
  Feedback	
  
	
  
	
  

5-­‐1	
  	
  Track	
  Learning	
  
	
  
5-­‐2	
  	
  Move	
  Forward	
  
	
  
	
  

The	
  Design	
  Thinking	
  process	
  
oscillates	
  between	
  divergent	
  
and	
  convergent	
  thinking	
  
modes.	
  	
  It	
  can	
  be	
  helpful	
  to	
  be	
  
aware	
  of	
  the	
  mode	
  for	
  each	
  
step	
  of	
  the	
  process.	
  

Divergent	
  
Thinking	
  

Convergent	
  
Thinking	
  

Divergent	
  
Thinking	
  

Convergent	
  
Thinking	
  



	
  

	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  

	
  	
  Getting	
  Started	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
WHAT’S  IN  THIS  SECTION  

Define	
  a	
  Challenge	
  	
   	
  
Create	
  a	
  Project	
  Plan	
  
	
  
	
  
	
  
	
  
	
  
	
  

 



	
  

 
 	
  	
  	
  	
  	
  	
  	
  	
  

Define	
  a	
  Problem	
  
	
  
Design	
  Thinking	
  is	
  not	
  just	
  for	
  a	
  woodshop	
  or	
  art	
  class.	
  	
  It	
  can	
  be	
  used	
  to	
  teach	
  anything	
  from	
  literature	
  to	
  
mathematics.	
  	
  The	
  Generative	
  Topic	
  is	
  the	
  key	
  to	
  great	
  Design	
  Thinking.	
  	
  You	
  have	
  a	
  great	
  opportunity	
  to	
  
engage	
  your	
  students	
  based	
  on	
  the	
  words	
  you	
  use.	
  	
  If	
  you	
  are	
  going	
  to	
  be	
  in	
  a	
  position	
  to	
  inspire	
  your	
  
students	
  you	
  need	
  to	
  feel	
  inspired	
  yourself.	
  Most	
  of	
  our	
  traditional	
  topics	
  can	
  very	
  quickly	
  be	
  given	
  a	
  new	
  
lease	
  of	
  life	
  by	
  developing	
  a	
  more	
  generative	
  topic	
  title.	
  We	
  need	
  to	
  be	
  able	
  to	
  literally	
  propel	
  our	
  learners	
  
into	
  the	
  topic	
  with	
  these	
  few	
  words.	
  The	
  title	
  is	
  their	
  first	
  introduction	
  to	
  a	
  design	
  thinking	
  project	
  and	
  so	
  
should	
  immediately	
  inspire	
  them	
  to	
  be	
  involved.2	
  	
  
	
  
You	
  as	
  teachers	
  will	
  be	
  able	
  to	
  refresh	
  existing	
  content	
  in	
  short	
  order	
  and	
  create	
  an	
  inquiry-­‐focused	
  title	
  
that	
  really	
  kicks	
  things	
  off	
  well.	
  These	
  titles	
  will	
  help	
  teachers	
  to	
  plan	
  ahead	
  what	
  their	
  design	
  thinking	
  
work	
  will	
  look	
  like,	
  the	
  places	
  where	
  it	
  merges	
  with	
  other	
  subjects	
  and	
  the	
  curriculum	
  coverage	
  they	
  can	
  
achieve.	
  
	
  
Your	
  Next	
  Steps	
  
• Find	
  some	
  colleagues	
  to	
  discuss	
  your	
  topics.	
  
• Share	
  a	
  traditional	
  topic	
  title	
  and	
  curriculum	
  goals	
  -­‐	
  where	
  do	
  you	
  normally	
  start?	
  
• Share	
  ideas	
  for	
  new	
  provocative	
  titles.	
  
• Record	
  every	
  single	
  idea,	
  one	
  under	
  the	
  other	
  on	
  some	
  large	
  paper.	
  
• Turn	
  any	
  questions	
  into	
  statements.	
  
• Keep	
  adding	
  ideas	
  until	
  you	
  hit	
  upon	
  a	
  natural	
  stop.	
  
• Take	
  a	
  look	
  on	
  TED.com	
  at	
  the	
  talk	
  titles	
  -­‐	
  search	
  key	
  terms	
  related	
  to	
  your	
  topic	
  -­‐	
  TED	
  talks	
  have	
  some	
  

great	
  titles	
  you	
  can	
  draw	
  inspiration	
  from.	
  
• Share	
  your	
  ideas	
  so	
  far	
  with	
  someone	
  else	
  to	
  get	
  some	
  perspective.	
  
• Discuss	
  which	
  title	
  ideas	
  you	
  like	
  the	
  most	
  so	
  far	
  and	
  why?	
  
 
Checklist for Generative Topic Titles 
Use	
  the	
  following	
  questions	
  to	
  scrutinize	
  your	
  title	
  ideas	
  once	
  you	
  have	
  a	
  couple	
  you	
  like:	
  
• Does	
  it	
  pass	
  the	
  “So	
  what?”	
  test?	
  
• Is	
  it	
  epic	
  and	
  big	
  scale,	
  not	
  tiny	
  and	
  ‘fake’?	
  
• Does	
  it	
  cover	
  more	
  than	
  just	
  one	
  curriculum	
  subject	
  or	
  topic?	
  
• Does	
  it	
  spark	
  your	
  natural	
  curiosity?	
  
• Is	
  there	
  enough	
  potential	
  material	
  in	
  which	
  learners	
  can	
  immerse	
  themselves?	
  
• Can	
  it	
  be	
  made	
  accessible,	
  feasible	
  to	
  access	
  for	
  every	
  learner?	
  
Bonus	
  question:	
  When	
  you	
  share	
  it	
  with	
  other	
  people	
  do	
  they	
  make	
  that	
  "Oooooo,	
  mmmmm?"	
  sound?	
  
(You'll	
  know	
  it	
  when	
  you	
  hear	
  it!)	
  
	
  
Once	
  you	
  have	
  the	
  generative	
  topic	
  title,	
  you	
  can	
  now	
  generate	
  the	
  specific	
  questions	
  or	
  problem	
  to	
  be	
  
given.	
  	
  	
  An	
  example:	
  
	
  
Community	
  for	
  Unity:	
  How	
  can	
  our	
  community	
  unite	
  to	
  benefit	
  our	
  school?	
  
	
  

	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  
2	
  Ford,	
  P.	
  Design	
  Thinking:	
  Immersion	
  1	
  Develop	
  a	
  Generative	
  Topic	
  Title.	
  Retrieved	
  from	
  
http:notosh.com/lab.	
  



	
  

Create	
  a	
  Project	
  Plan	
  
	
  
Once	
  you	
  have	
  decided	
  on	
  the	
  challenge/problem	
  that	
  you	
  would	
  like	
  to	
  work	
  on,	
  you	
  can	
  start	
  to	
  plan	
  your	
  
design	
  project.	
  	
  The	
  first	
  task	
  will	
  be	
  to	
  find	
  the	
  right	
  amount	
  of	
  time	
  for	
  the	
  project.	
  	
  	
  The	
  beauty	
  of	
  Design	
  
Thinking	
  is	
  that	
  you	
  can	
  do	
  a	
  project	
  in	
  a	
  small	
  block	
  of	
  time	
  or	
  over	
  an	
  extended	
  amount	
  of	
  time.	
  	
  It	
  only	
  
depends	
  on	
  the	
  depth	
  of	
  the	
  challenge	
  and	
  the	
  product	
  that	
  you	
  desire	
  to	
  receive	
  at	
  the	
  end	
  of	
  the	
  process.	
  	
  
	
  
Do	
  it	
  a	
  day	
  or	
  a	
  small	
  block	
  of	
  time	
  	
  	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
Immerse	
  over	
  a	
  week	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Whatever	
  the	
  length	
  of	
  time	
  you	
  choose,	
  the	
  process	
  is	
  the	
  same.	
  	
  You	
  will	
  just	
  get	
  more	
  in-­‐depth	
  
thinking,	
  collaboration	
  and	
  creativity	
  with	
  an	
  extended	
  time	
  frame!



	
  
	
  
	
  
	
  
Prepare	
  Before	
  You	
  Start	
  
	
  
Before	
  you	
  begin,	
  here	
  are	
  a	
  few	
  tips	
  that	
  will	
  help	
  you	
  make	
  the	
  most	
  out	
  the	
  process.	
  
	
  
Teams	
  
The	
  team	
  is	
  stronger	
  that	
  any	
  individual-­‐	
  you	
  know	
  this	
  well	
  as	
  a	
  guiding	
  principle	
  of	
  education.	
  	
  
And	
  collaboration	
  is	
  inherent	
  to	
  Design	
  Thinking:	
  having	
  a	
  team	
  of	
  students	
  who	
  offer	
  different	
  
strengths	
  and	
  perspectives	
  will	
  enable	
  the	
  team	
  to	
  solve	
  complex	
  challenges.	
  	
  But	
  team	
  work	
  
isn’t	
  always	
  easy.	
  	
  Team	
  dynamics	
  can	
  be	
  as	
  limiting	
  as	
  they	
  are	
  empowering.	
  	
  Here’s	
  how	
  to	
  
build	
  a	
  great	
  team.	
  

• Start	
  small	
  –	
  groups	
  of	
  two	
  or	
  three	
  are	
  a	
  good	
  starting	
  point	
  
• Choose	
  groups	
  with	
  differing	
  ability	
  and	
  perspectives	
  
• Assign	
  roles	
  –	
  assign	
  roles	
  to	
  each	
  of	
  the	
  students	
  so	
  they	
  are	
  

clear	
  as	
  to	
  what	
  is	
  expected	
  
	
  
	
  
Spaces	
  
A	
  dedicated	
  space,	
  even	
  if	
  just	
  a	
  wall,	
  gives	
  the	
  team	
  a	
  physical	
  
reminder	
  of	
  their	
  work.	
  	
  It	
  allows	
  them	
  to	
  put	
  up	
  notes	
  from	
  their	
  
research	
  and	
  to	
  be	
  continuously	
  immersed	
  in	
  their	
  learning.	
  	
  Shared	
  
visual	
  reminders	
  help	
  track	
  the	
  progress	
  of	
  the	
  project	
  and	
  helps	
  
students	
  stay	
  focused	
  on	
  the	
  challenge.	
  	
  When	
  doing	
  a	
  Design	
  
Thinking	
  project	
  over	
  an	
  extended	
  period	
  of	
  time,	
  it	
  can	
  be	
  helpful	
  to	
  
have	
  team	
  change	
  spaces	
  from	
  time	
  to	
  time.	
  	
  The	
  change	
  in	
  the	
  space	
  
can	
  help	
  teams	
  get	
  unstuck	
  when	
  the	
  work	
  gets	
  more	
  challenging.	
  
	
  
	
  
Materials	
  
The	
  Design	
  Thinking	
  process	
  is	
  visual,	
  tactile	
  and	
  experimental.	
  	
  
You	
  often	
  create	
  an	
  overview	
  that’s	
  visible	
  for	
  everyone	
  on	
  the	
  
team	
  or	
  come	
  up	
  with	
  a	
  quick	
  sketch	
  to	
  explain	
  your	
  idea.	
  	
  Make	
  
sure	
  that	
  you	
  have	
  supplies	
  on	
  hand	
  that	
  make	
  it	
  easy	
  to	
  work	
  in	
  
that	
  fashion.	
  	
  Most	
  of	
  the	
  stages	
  will	
  required	
  some	
  type	
  of	
  
technology,	
  post-­‐it	
  notes	
  or	
  pad	
  of	
  paper	
  or	
  a	
  flipchart	
  and	
  
markers.	
  	
  The	
  more	
  materials	
  that	
  you	
  can	
  supply,	
  the	
  more	
  
diverse	
  the	
  product	
  that	
  students	
  will	
  create.	
  	
  	
  Remember,	
  the	
  
teams	
  may	
  prototype	
  in	
  several	
  ways	
  including:	
  sketch,	
  model,	
  
role-­‐play,	
  diagram,	
  mock-­‐up,	
  storyboard,	
  presentation,	
  create	
  an	
  
ad,	
  or	
  other	
  multimedia	
  product.	
  
	
  
	
  
	
  
	
  



	
  
	
  
	
  
	
   	
  

The	
  Design	
  
Thinking	
  
Process	
  

  

	
  

	
  



	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  

Phase	
  

1 
Discovery	
  

	
  
	
  
	
  
	
  
	
   	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  

WHERE YOU ARE IN THE PROCESS WHAT’S  IN  THIS  PHASE  

1-­‐1 Understand	
  the	
  Challenge	
  
1-­‐2 Research	
  the	
  Problem	
   	
  
1-­‐3 Gather	
  Inspiration	
   	
  



	
  
	
  

	
  
	
  
	
  
Phase	
  1:	
  Discovery	
  
Discovery	
  builds	
  a	
  solid	
  foundation	
  for	
  your	
  ideas.	
  	
  Creating	
  a	
  meaningful	
  understanding	
  gives	
  you	
  
the	
  opportunity	
  for	
  insights	
  not	
  otherwise	
  discovered.	
  	
  Discovery	
  means	
  opening	
  up	
  to	
  new	
  
opportunities	
  and	
  getting	
  inspired	
  to	
  create	
  new	
  ideas.	
  	
  With	
  the	
  right	
  preparation,	
  this	
  can	
  be	
  eye	
  
opening	
  and	
  will	
  give	
  you	
  a	
  good	
  understanding	
  of	
  your	
  design	
  thinking	
  challenge.	
  
	
  
1-­‐1	
  Understand	
  the	
  problem	
  
In	
  this	
  first	
  step	
  of	
  Design	
  Thinking,	
  the	
  students	
  will	
  go	
  through	
  the	
  process	
  of	
  understanding	
  
the	
  problem.	
  
	
  
Review	
  the	
  problem:	
  
What	
  do	
  I	
  know?	
  	
  Here	
  the	
  students	
  write	
  their	
  thoughts	
  about	
  the	
  problem,	
  listing	
  everything	
  
they	
  believe	
  they	
  know	
  about	
  the	
  problem.	
  	
  The	
  students	
  will	
  interview	
  the	
  other	
  student	
  to	
  get	
  
this	
  information.	
  	
  This	
  helps	
  the	
  students	
  stay	
  on	
  task	
  and	
  not	
  slip	
  into	
  conversation.	
  	
  	
  	
  
	
  
What	
  do	
  I	
  want	
  to	
  know?	
  	
  After	
  the	
  students	
  conduct	
  their	
  interviews	
  and	
  list	
  all	
  that	
  they	
  know,	
  
they	
  may	
  want	
  to	
  list	
  things	
  that	
  they	
  discovered	
  they	
  want	
  to	
  know.	
  
	
  
	
  
1-­‐2	
  Research	
  the	
  problem	
  
At	
  this	
  point	
  students	
  will	
  research	
  the	
  topic	
  to	
  go	
  beyond	
  what	
  they	
  already	
  know.	
  	
  	
  They	
  can	
  do	
  
their	
  research	
  in	
  a	
  variety	
  of	
  ways.	
  	
  	
  	
  They	
  may	
  want	
  to	
  research	
  on	
  the	
  Internet,	
  from	
  a	
  book,	
  
interview	
  an	
  expert,	
  visit	
  an	
  outside	
  location	
  or	
  make	
  observations.	
  (Note:	
  Their	
  research	
  could	
  
include	
  curriculum	
  coverage,	
  direct	
  teaching,	
  or	
  a	
  class	
  activity).	
  	
  The	
  idea	
  is	
  to	
  gather	
  as	
  much	
  
information	
  about	
  the	
  challenge	
  as	
  possible.	
  	
  Use	
  the	
  Design	
  Thinking	
  Planning	
  Guide	
  to	
  get	
  
ideas.	
  
	
  
	
  
1-­‐3	
  Gather	
  Inspiration	
  
By	
  immersing	
  themselves	
  in	
  the	
  challenge,	
  students	
  will	
  start	
  to	
  see	
  the	
  important	
  attributes	
  and	
  
hopefully	
  develop	
  focus	
  that	
  inspires	
  them.	
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  RS10,	
  SL1,	
  AV6	
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  N4	
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WHERE YOU ARE IN THE PROCESS WHAT’S  IN  THIS  PHASE  

2-­‐1 Capture	
  your	
  Learning	
   	
  
2-­‐2 Search	
  for	
  Meaning	
  
2-­‐3 Frame	
  Opportunities	
   	
  

	
  
	
  
	
  
	
  
	
  
	
  



	
  
	
  

	
  
	
  
	
  
Phase	
  2:	
  Interpretation	
  
This	
  is	
  the	
  most	
  difficult	
  phase	
  of	
  the	
  design	
  thinking	
  process.	
  	
  Interpretation	
  transforms	
  your	
  
discovery	
  of	
  the	
  challenge	
  into	
  meaningful	
  insights.	
  	
  Research,	
  interviews,	
  conversations	
  can	
  be	
  
great	
  inspiration,	
  but	
  finding	
  meaning	
  and	
  turning	
  it	
  into	
  actionable	
  opportunities	
  is	
  not	
  an	
  easy	
  
task.	
  	
  It	
  involves	
  unpacking	
  and	
  synthesizing	
  your	
  findings	
  from	
  the	
  discovery	
  phase	
  to	
  reach	
  a	
  
compelling	
  point	
  of	
  view	
  and	
  clear	
  direction	
  for	
  ideation.	
  	
  Understanding	
  the	
  challenge	
  and	
  the	
  
insights	
  that	
  you	
  can	
  leverage	
  is	
  fundamental	
  is	
  a	
  successful	
  and	
  innovative	
  solution.	
  
	
  
2-­‐1	
  Capture	
  Your	
  Learning	
  
“Story	
  share-­‐and-­‐capture”	
  helps	
  unpack	
  all	
  the	
  learning	
  that	
  took	
  place	
  in	
  the	
  discovery	
  phase.	
  	
  
Each	
  team	
  member	
  airs	
  out	
  his	
  or	
  her	
  story	
  and	
  notes	
  based	
  on	
  the	
  work	
  that	
  was	
  done.	
  Even	
  if	
  
the	
  team	
  did	
  all	
  of	
  the	
  work	
  together,	
  they	
  still	
  need	
  to	
  tell	
  their	
  story.	
  	
  Each	
  member	
  in	
  the	
  
group	
  records	
  headlines,	
  surprises,	
  and	
  other	
  interesting	
  tidbits	
  –	
  one	
  headline	
  per	
  post-­‐it.	
  	
  	
  
	
  
2-­‐2	
  Search	
  for	
  Meaning	
  
The	
  post-­‐its	
  created	
  in	
  2-­‐1	
  are	
  then	
  used	
  to	
  find	
  patterns	
  and	
  meaning.	
  	
  The	
  team	
  will	
  physically	
  
group	
  the	
  post-­‐its	
  to	
  find	
  themes	
  or	
  patterns.	
  	
  The	
  team	
  will	
  post	
  all	
  post-­‐its	
  on	
  a	
  large	
  space.	
  	
  
The	
  team	
  then	
  begins	
  to	
  sort	
  the	
  post-­‐its	
  by	
  related	
  parts.	
  	
  There	
  is	
  a	
  good	
  chance	
  that	
  the	
  team	
  
will	
  already	
  have	
  noticed	
  patterns	
  or	
  relations	
  while	
  creating	
  the	
  post-­‐its.	
  	
  The	
  goal	
  is	
  to	
  sort	
  all	
  
of	
  the	
  post-­‐its	
  to	
  discover	
  patterns	
  and	
  interesting	
  findings	
  to	
  create	
  meaningful	
  insights,	
  which	
  
will	
  be	
  useful	
  in	
  your	
  ideation.	
  
	
  
2-­‐3	
  Frame	
  Opportunities	
  	
  
Now	
  that	
  the	
  team	
  has	
  sorted	
  all	
  of	
  the	
  post-­‐it	
  notes,	
  it’s	
  time	
  to	
  synthesize	
  that	
  information	
  into	
  
an	
  actionable	
  problem	
  statement	
  that	
  will	
  guide	
  the	
  ideation	
  process.	
  	
  You	
  might	
  have	
  the	
  team	
  
select	
  items	
  that	
  surprised	
  them,	
  connect	
  the	
  patterns	
  back	
  to	
  the	
  original	
  challenge,	
  or	
  pick	
  
another	
  team	
  to	
  share	
  their	
  thoughts	
  about	
  the	
  patterns	
  that	
  emerged.	
  There	
  are	
  many	
  methods	
  
to	
  accomplish	
  this	
  process,	
  but	
  the	
  idea	
  is	
  to	
  create	
  the	
  teams	
  point-­‐of-­‐view	
  for	
  the	
  challenge.	
  	
  
Some	
  methods:	
  

• Write	
  a	
  “How	
  might	
  we..?”	
  question	
  	
  
• Use	
  a	
  POV	
  mad-­‐lib	
  
• Write	
  an	
  anthology	
  

	
  
At	
  the	
  end	
  of	
  this	
  phase,	
  each	
  team	
  should	
  have	
  an	
  actionable	
  problem	
  statement	
  that	
  reframes	
  
the	
  challenge	
  and	
  provides	
  a	
  focus	
  for	
  the	
  ideation	
  phase.	
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  WS1,	
  SL1	
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WHAT’S  IN  THIS  PHASE  

3-­‐1 Generate	
  Ideas	
  
3-­‐2 Refine	
  Ideas	
   	
  
	
  	
  

 
	
  

	
  

Ideation	
  



	
  
	
  
	
  
	
  
	
  
Phase	
  3:	
  Ideation	
  
Ideation	
  means	
  generation	
  lots	
  of	
  ideas.	
  	
  Brainstorming	
  encourages	
  you	
  to	
  think	
  expansively	
  and	
  
without	
  constraint.	
  	
  It’s	
  often	
  the	
  wild	
  ideas	
  that	
  spark	
  visionary	
  thoughts.	
  	
  With	
  careful	
  
preparation	
  and	
  a	
  clear	
  focus,	
  a	
  brain	
  storming	
  session	
  can	
  yield	
  hundreds	
  of	
  fresh	
  ideas!	
  
	
  
3-­‐1	
  Generate	
  ideas	
  
In	
  this	
  phase	
  of	
  Design	
  Thinking,	
  the	
  students	
  will	
  go	
  through	
  the	
  process	
  of	
  generating	
  ideas.	
  
You	
  can	
  facilitate	
  the	
  brainstorming	
  process	
  by	
  doing	
  a	
  pre-­‐brainstorming	
  activity.	
  These	
  
activities	
  can	
  really	
  get	
  the	
  ideas	
  flowing	
  from	
  all	
  team	
  members.	
  	
  	
  
	
  	
  
At	
  the	
  start	
  of	
  the	
  brainstorming	
  session,	
  be	
  sure	
  to	
  go	
  over	
  the	
  rules	
  with	
  each	
  team.	
  	
  Explain	
  
each	
  rule	
  and	
  its	
  purpose.	
  	
  This	
  helps	
  ensure	
  a	
  more	
  productive	
  brainstorming	
  session.	
  	
  Be	
  sure	
  
that	
  you	
  equip	
  each	
  team	
  with	
  the	
  necessary	
  supplies	
  for	
  the	
  brainstorming	
  session.	
  They	
  will	
  
need	
  post-­‐it	
  notes,	
  pens	
  or	
  pencils,	
  any	
  technology	
  that	
  is	
  available	
  and	
  a	
  brainstorming	
  space.	
  	
  	
  
	
  
100	
  idea	
  challenge3	
  
The	
  100-­‐idea	
  challenge	
  is	
  a	
  great	
  way	
  to	
  motivate	
  teams	
  to	
  go	
  for	
  quantity	
  and	
  diversity	
  in	
  their	
  
brainstorming	
  session.	
  	
  	
  Here	
  is	
  how	
  it	
  works:	
  

• Teacher	
  facilitates	
  and	
  keeps	
  time	
  
• Insist	
  that	
  everyone	
  stands	
  up	
  
• Explain	
  the	
  rules	
  

o Write	
  everything	
  down	
  
o You	
  only	
  have	
  10	
  minutes	
  
o Do	
  not	
  discuss	
  ideas,	
  just	
  get	
  them	
  recorded	
  

• Offer	
  prize	
  for	
  most	
  ideas	
  in	
  the	
  time	
  	
  
• Encourage	
  group	
  to	
  work	
  quietly	
  for	
  a	
  couple	
  of	
  minutes	
  to	
  generate	
  10	
  ideas	
  to	
  start	
  
• Give	
  time	
  updates	
  and	
  countdown	
  to	
  finish	
  
• Celebrate	
  the	
  winners	
  and	
  everyone’s	
  effort	
  

	
  
3-­‐2	
  Refine	
  ideas	
  
At	
  this	
  point	
  each	
  team	
  will	
  have	
  dozens	
  of	
  new	
  ideas	
  to	
  sift	
  through.	
  Before	
  the	
  final	
  selection	
  
process	
  begins	
  team	
  members	
  may	
  want	
  to	
  pitch	
  their	
  ideas	
  to	
  the	
  other	
  members.	
  Then	
  the	
  
teams	
  will	
  select	
  the	
  ideas	
  that	
  they	
  will	
  carry	
  through	
  to	
  the	
  prototyping	
  phase.	
  There	
  are	
  many	
  
methods	
  to	
  narrow	
  their	
  selections.	
  	
  Here	
  are	
  a	
  few:	
  

• Post-­‐it	
  note	
  voting	
  
• Score	
  out	
  of	
  10	
  for	
  NEW/USEFUL/FEASIBLE	
  (can	
  use	
  a	
  any	
  scoring	
  system)	
  
• Best	
  ideas,	
  Worst	
  ideas	
  –	
  this	
  method	
  mashes	
  two	
  ideas	
  into	
  one.	
  	
  
• Sane	
  idea,	
  Crazy	
  idea	
  –	
  mashes	
  two	
  ideas	
  into	
  one	
  
• Categorize	
  –	
  choose	
  one	
  idea	
  from	
  each	
  of	
  four	
  categories	
  

o Physical	
  prototype	
  
o Digital	
  prototype	
  
o Experience	
  prototype	
  (role-­‐playing,	
  skit,	
  etc)	
  

	
  
With	
  a	
  few	
  ideas	
  in	
  hand,	
  the	
  teams	
  move	
  on	
  the	
  next	
  phase.	
  

	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  
3	
  Ford,	
  P.	
  (March	
  2013).	
  	
  Design	
  Thinking:	
  Ideation	
  1	
  –	
  Come	
  Up	
  with	
  (a	
  lot	
  of)	
  Great	
  Ideas.	
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WHERE YOU ARE IN THE PROCESS WHAT’S  IN  THIS  PHASE  

4-­‐1 Make	
  Prototypes	
   	
  
4-­‐2 Get	
  Feedback	
  



	
  
	
  
	
  

	
  

Phase	
  4:	
  Prototyping/Experimentation2	
  
Prototyping	
  is	
  getting	
  your	
  ideas	
  out	
  of	
  your	
  head	
  and	
  into	
  the	
  physical	
  world.	
  	
  A	
  prototype	
  can	
  be	
  
anything	
  that	
  takes	
  physical	
  form	
  –	
  be	
  it	
  a	
  wall	
  of	
  post-­‐it	
  notes,	
  a	
  role-­‐playing	
  activity,	
  an	
  object,	
  a	
  
digital	
  interface,	
  a	
  presentation,	
  or	
  even	
  a	
  storyboard.	
  	
  Experimentation	
  means	
  making	
  ideas	
  
tangible,	
  learning	
  while	
  building	
  them	
  and	
  sharing	
  them	
  with	
  other	
  people.	
  Early	
  prototypes	
  should	
  
be	
  rough	
  and	
  rapid	
  to	
  allow	
  the	
  team	
  to	
  receive	
  direct	
  feedback	
  and	
  learn	
  how	
  to	
  further	
  improve	
  
and	
  refine	
  an	
  idea.	
  

	
  

4-­‐1	
  Build	
  Prototypes	
  

Time	
  to	
  build.	
  Teams	
  should	
  start	
  building	
  their	
  prototypes	
  without	
  worrying	
  about	
  getting	
  it	
  
right	
  the	
  first	
  time.	
  	
  Prototypes	
  will	
  change	
  significantly	
  over	
  time.	
  	
  Teams	
  can	
  build	
  using	
  a	
  
sketch,	
  a	
  storyboard,	
  a	
  model,	
  diagram,	
  a	
  wall	
  of	
  post-­‐notes,	
  a	
  mock-­‐up,	
  a	
  presentation,	
  a	
  movie,	
  
an	
  ad	
  or	
  whatever	
  seems	
  appropriate	
  for	
  their	
  idea.	
  	
  	
  Team	
  should	
  build	
  their	
  prototypes	
  with	
  
the	
  user	
  in	
  mind,	
  trying	
  to	
  let	
  the	
  user	
  “experience”	
  their	
  idea.	
  	
  Teams	
  should	
  look	
  for	
  feedback	
  
by	
  sharing	
  their	
  prototypes.	
  

	
  

4-­‐2	
  Get	
  Feedback	
  

Once	
  the	
  teams	
  have	
  finished	
  their	
  first	
  prototypes,	
  they	
  will	
  need	
  to	
  collect	
  feedback	
  to	
  help	
  
them	
  improve	
  their	
  design.	
  	
  There	
  are	
  several	
  ways	
  that	
  teams	
  can	
  receive	
  feedback	
  from	
  their	
  
peers.	
  	
  They	
  can	
  pitch	
  their	
  prototypes	
  to	
  the	
  group	
  and	
  solicit	
  feedback	
  or	
  they	
  can	
  get	
  feedback	
  
in	
  a	
  more	
  formal	
  way.	
  	
  However	
  they	
  get	
  their	
  feedback,	
  they	
  will	
  be	
  taking	
  those	
  ideas	
  and	
  
suggestions	
  back	
  to	
  integrate	
  into	
  their	
  next	
  prototype	
  iteration.	
  	
  	
  

Once	
  teams	
  have	
  the	
  feedback	
  from	
  their	
  peers,	
  they	
  will	
  need	
  space	
  and	
  time	
  to	
  discuss	
  the	
  
feedback	
  they	
  received.	
  	
  It	
  is	
  important	
  that	
  teams	
  get	
  to	
  have	
  these	
  conversations	
  while	
  the	
  
feedback	
  is	
  fresh	
  in	
  their	
  minds.	
  	
  Teams	
  will	
  discuss	
  the	
  feedback	
  and	
  decide	
  what	
  and	
  how	
  to	
  
incorporate	
  them	
  into	
  their	
  designs.	
  	
  	
  Teams	
  might	
  want	
  to	
  consider:	
  

• What	
  did	
  particpants	
  value	
  the	
  most?	
  
• What	
  got	
  them	
  excited?	
  
• What	
  convinced	
  them	
  about	
  the	
  idea?	
  
• What	
  parts	
  did	
  they	
  want	
  to	
  change?	
  
• What	
  did	
  not	
  work?	
  
• What	
  needs	
  further	
  investigation?	
  

Once	
  teams	
  know	
  how	
  to	
  improve	
  their	
  prototype,	
  they	
  incorporate	
  those	
  ideas.	
  	
  Most	
  concepts	
  
cannot	
  be	
  fully	
  realized	
  in	
  just	
  one	
  prototype.	
  	
  Teams	
  might	
  make	
  two	
  or	
  three	
  before	
  they	
  feel	
  it	
  
encapsulates	
  their	
  ideas.	
  	
  	
  

	
  

	
  

	
  

	
  
	
  
	
  

Standards	
  
Common	
  Core	
  
WS1,	
  SL1	
  
NETS-­‐S	
  
N1,	
  N2,	
  N4	
  



	
  
	
  
	
  
	
   	
  



	
  
	
  
	
  



	
  
	
  
	
  



	
  
	
  
	
  
	
   	
  



	
  
	
  
	
  
	
   	
  



	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  

Phase	
  

5 
Refinement 

	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  
 
 
 

WHERE YOU ARE IN THE PROCESS WHAT’S  IN  THIS  PHASE  

5-­‐1 Track	
  Learnings	
   	
  
5-­‐2 Move	
  Forward	
   	
  

	
  
	
  
	
  
	
  
	
  
	
  
	
  
	
  

Photo	
  Credit	
  	
  ToGa	
  Wanderings	
  



	
  
	
  
	
  
	
  
	
  
Phase	
  5:	
  Refinement	
  
Refinement	
  means	
  testing	
  your	
  solutions	
  and	
  evolving	
  your	
  product.	
  	
  Refinement	
  is	
  the	
  development	
  
of	
  your	
  concept	
  and	
  involves	
  communicating	
  the	
  idea	
  to	
  people	
  who	
  can	
  help	
  you	
  realize	
  it,	
  and	
  
documenting	
  the	
  process.	
  	
  It	
  also	
  gives	
  you	
  the	
  opportunity	
  to	
  identify	
  indicators	
  of	
  success.	
  	
  
	
  
5-­‐1	
  Track	
  Learning	
  
	
  
In	
  order	
  to	
  know	
  if	
  you	
  have	
  a	
  solution	
  that	
  answers	
  the	
  challenge,	
  you	
  need	
  to	
  know	
  the	
  criteria	
  
that	
  define	
  success.	
  	
  Identify	
  the	
  indicators	
  for	
  a	
  successful	
  project.	
  	
  You	
  might	
  want	
  to	
  make	
  two	
  
sets	
  of	
  criteria,	
  one	
  for	
  the	
  process	
  and	
  one	
  for	
  the	
  product.	
  	
  Rubrics	
  are	
  great	
  tools	
  by	
  which	
  
teachers	
  and	
  students	
  alike	
  can	
  identify	
  the	
  success	
  indicators.	
  	
  	
  
	
  
Teams	
  should	
  track	
  the	
  process	
  of	
  the	
  design	
  thinking	
  challenge.	
  	
  Teams	
  could	
  document	
  the	
  
research	
  completed	
  as	
  well	
  the	
  research	
  skills	
  acquired.	
  	
  They	
  can	
  track	
  the	
  collaboration	
  of	
  the	
  
team	
  and	
  the	
  stories	
  that	
  they	
  shared.	
  	
  Writing	
  a	
  reflection	
  of	
  the	
  process	
  is	
  another	
  great	
  way	
  to	
  
have	
  students	
  track	
  the	
  process.	
  	
  They	
  can	
  document	
  the	
  initial	
  impressions	
  compared	
  to	
  the	
  end	
  
result	
  and	
  how	
  that	
  process	
  transpired.	
  They	
  could	
  also	
  document	
  their	
  achievement	
  and	
  how	
  
those	
  occurred.	
  	
  These	
  reflections	
  of	
  the	
  process	
  will	
  enable	
  students	
  to	
  learn	
  from	
  the	
  
experience	
  and	
  duplicate	
  it	
  at	
  a	
  higher	
  level	
  the	
  next	
  time.	
  	
  
	
  
5-­‐2	
  Move	
  Forward	
  
	
  
In	
  order	
  to	
  reach	
  the	
  full	
  potential	
  of	
  new,	
  innovative	
  solutions,	
  the	
  solutions	
  must	
  be	
  shared	
  
with	
  audiences	
  outside	
  the	
  classroom.	
  	
  Depending	
  on	
  the	
  outcomes	
  that	
  you	
  hoped	
  to	
  achieve	
  
with	
  you	
  solutions,	
  you	
  might	
  have	
  to	
  pitch	
  your	
  solutions	
  to	
  a	
  specific	
  audience.	
  	
  If	
  you	
  were	
  
hoping	
  to	
  bring	
  you	
  solution	
  to	
  the	
  real	
  world,	
  this	
  becomes	
  essential.	
  	
  Here	
  are	
  some	
  essential	
  
tips	
  to	
  do	
  just	
  that.	
  
	
  

• Know	
  your	
  audience.	
  	
  Whether	
  you	
  are	
  hoping	
  for	
  a	
  grade	
  or	
  moving	
  your	
  project	
  to	
  real	
  
use,	
  knowing	
  your	
  audience	
  can	
  make	
  a	
  big	
  difference	
  on	
  how	
  you	
  pitch/present	
  your	
  
project.	
  

	
  
• Highlight	
  what	
  excites	
  you	
  about	
  your	
  project.	
  	
  This	
  will	
  help	
  you	
  feel	
  less	
  intimidated	
  

when	
  presenting	
  your	
  idea.	
  	
  
	
  

• Build	
  a	
  narrative.	
  	
  Tell	
  the	
  story	
  of	
  how	
  and	
  why	
  the	
  project	
  tool	
  life.	
  	
  Share	
  the	
  
experience	
  with	
  the	
  audience.	
  	
  	
  

	
  
• Communicate	
  the	
  value	
  of	
  your	
  project.	
  	
  Draw	
  from	
  your	
  Interpretation	
  phase.	
  	
  

	
  
At	
  this	
  point	
  you	
  will	
  let	
  the	
  audience	
  experience	
  your	
  project	
  solutions	
  and	
  get	
  feedback	
  from	
  
the	
  users.	
  	
  This	
  will	
  be	
  the	
  path	
  the	
  next	
  best	
  iteration	
  of	
  your	
  solution/project.	
  	
  This	
  process	
  can	
  
continue	
  if	
  you	
  want	
  to	
  refine	
  your	
  solution	
  to	
  its	
  best	
  iteration.	
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Design	
  Thinking:	
  Correlation	
  to	
  Common	
  Core	
  and	
  NETS-­‐S	
  
Design	
  thinking	
  lends	
  itself	
  well	
  to	
  the	
  Common	
  Core	
  standards	
  and	
  the	
  National	
  Educational	
  
Technology	
  Standards	
  for	
  Students	
  (NETS-­‐S).	
  	
  It	
  provides	
  opportunity	
  to	
  practice	
  these	
  
standards	
  in	
  a	
  real	
  way.	
  	
  This	
  year,	
  the	
  district	
  is	
  focusing	
  on	
  five	
  CC	
  standards	
  and	
  3	
  NETS-­‐S	
  
standards.	
  	
  	
  These	
  standards	
  and	
  their	
  correlation	
  to	
  the	
  design	
  thinking	
  process	
  are	
  shown	
  
below.	
  
	
  
Five	
  Phases	
  of	
  Design	
  Thinking:	
  
Phase	
  1:	
  Discovery	
  
This	
  initial	
  phase	
  of	
  design	
  thinking	
  presents	
  a	
  challenge	
  or	
  problem	
  for	
  the	
  student	
  to	
  
understand.	
  	
  Through	
  prior	
  knowledge,	
  research,	
  interviews,	
  observation	
  and	
  collaboration,	
  
students	
  gain	
  knowledge	
  of	
  the	
  challenge	
  or	
  problem.	
  
Common	
  Core	
  

• RS	
  1	
  -­‐	
  Read	
  closely	
  to	
  determine	
  what	
  text	
  says	
  explicitly.	
  
• RS	
  10	
  –	
  Read	
  and	
  understand	
  complex	
  informational	
  text	
  independently	
  and	
  proficiently.	
  
• SL	
  1	
  –	
  Prepare	
  for	
  and	
  participate	
  in	
  a	
  range	
  of	
  conversations	
  with	
  diverse	
  partners.	
  
• AV	
  6	
  -­‐	
  Acquire	
  and	
  use	
  a	
  range	
  of	
  general	
  academic	
  and	
  domain	
  specific	
  words	
  and	
  phrases	
  

sufficient	
  for	
  reading,	
  writing	
  and	
  listening.	
  Demonstrate	
  independence	
  in	
  gathering	
  
knowledge	
  when	
  encountering	
  unknown	
  terms	
  important	
  to	
  comprehension.	
  

NETS-­‐S	
  
• Nets	
  4	
  –	
  Identify	
  and	
  define	
  authentic	
  problems	
  and	
  significant	
  questions	
  for	
  investigation,	
  

plan	
  and	
  manage	
  activities	
  to	
  develop	
  a	
  solution	
  or	
  complete	
  a	
  project,	
  collect	
  and	
  analyze	
  
data	
  to	
  identify	
  solutions	
  and/or	
  make	
  informed	
  decisions.	
  

• Nets	
  2	
  –	
  Contribute	
  to	
  project	
  teams	
  to	
  produce	
  original	
  works	
  or	
  solve	
  problems.	
  
	
  
Phase	
  2:	
  Interpretation	
  
This	
  phase	
  of	
  design	
  thinking	
  provides	
  the	
  path	
  to	
  understanding	
  the	
  challenge	
  and	
  making	
  
sense	
  of	
  the	
  information	
  gathered.	
  	
  This	
  phase	
  aims	
  to	
  provide	
  students	
  with	
  a	
  clear	
  path	
  to	
  
follow	
  based	
  on	
  their	
  interpretation	
  of	
  the	
  information	
  found	
  in	
  the	
  discovery	
  phase.	
  
Common	
  Core	
  

• RS	
  1	
  -­‐	
  Read	
  closely	
  to	
  determine	
  what	
  text	
  says	
  explicitly	
  and	
  to	
  make	
  logical	
  inferences;	
  
sites	
  specific	
  textual	
  evidence	
  when	
  writing	
  or	
  speaking	
  to	
  support	
  conclusions	
  drawn	
  from	
  
text.	
  

• WS	
  1	
  –	
  Write	
  arguments	
  to	
  support	
  claims	
  in	
  an	
  analysis	
  of	
  substantive	
  topics	
  or	
  texts,	
  using	
  
valid	
  reasoning	
  and	
  relevant/sufficient	
  evidence.	
  

• SL	
  1	
  –	
  Prepare	
  for	
  and	
  participate	
  effectively	
  in	
  a	
  range	
  of	
  conversations	
  and	
  collaborations	
  
with	
  diverse	
  partners,	
  building	
  on	
  other’s	
  ideas	
  and	
  expressing	
  their	
  own	
  clearly	
  and	
  
persuasively.	
  

NETS-­‐S	
  
• Nets	
  1	
  -­‐	
  Identify	
  trends	
  and	
  forecast	
  possibilities.	
  
• Nets	
  2	
  -­‐	
  Interact,	
  collaborate,	
  and	
  publish	
  with	
  peers,	
  experts,	
  or	
  others	
  employing	
  a	
  variety	
  

of	
  digital	
  environments	
  and	
  media,	
  communicate	
  information	
  and	
  ideas	
  effectively.	
  
• Nets	
  4	
  -­‐	
  Identify	
  and	
  define	
  authentic	
  problems	
  and	
  significant	
  questions	
  for	
  investigation,	
  

plan	
  and	
  manage	
  activities	
  to	
  develop	
  a	
  solution	
  or	
  complete	
  a	
  project,	
  collect	
  and	
  analyze	
  
data	
  to	
  identify	
  solutions	
  and/or	
  make	
  informed	
  decisions.	
  

	
  
Phase	
  3:	
  Ideation	
  



	
  
	
  
	
  
This	
  phase	
  give	
  the	
  students	
  the	
  opportunity	
  to	
  challenge	
  themselves	
  to	
  find	
  innovative	
  ideas	
  to	
  
solve	
  the	
  challenge.	
  	
  It	
  is	
  a	
  collaborative	
  effort	
  to	
  generate	
  ideas	
  and	
  go	
  through	
  a	
  process	
  of	
  
choosing	
  the	
  ideas	
  that	
  best	
  suit	
  their	
  efforts.	
  
Common	
  Core	
  

• WS	
  1	
  –	
  write	
  arguments	
  to	
  support	
  claims	
  in	
  an	
  analysis	
  of	
  substantive	
  topics	
  or	
  texts,	
  using	
  
valid	
  reasoning	
  and	
  relevant/sufficient	
  evidence.	
  

• SL	
  1	
  –	
  prepare	
  for	
  and	
  participate	
  effectively	
  in	
  a	
  range	
  of	
  conversations	
  and	
  collaborations	
  
with	
  diverse	
  partners,	
  building	
  on	
  other’s	
  ideas	
  and	
  expressing	
  their	
  own	
  clearly	
  and	
  
persuasively.	
  

NETS-­‐S	
  
• Nets	
  1	
  –	
  Apply	
  existing	
  knowledge	
  to	
  generate	
  new	
  ideas	
  products	
  and	
  processes,	
  create	
  

original	
  works	
  as	
  a	
  means	
  of	
  personal	
  or	
  group	
  expression.	
  
• Nets	
  2	
  –	
  Communicate	
  information	
  and	
  ideas	
  effectively	
  to	
  multiple	
  audiences,	
  using	
  a	
  

variety	
  of	
  media	
  and	
  formats,	
  contribute	
  to	
  teams	
  to	
  produce	
  original	
  works	
  or	
  solve	
  
problems.	
  

• Nets	
  4	
  –	
  Plan	
  and	
  manage	
  activities	
  to	
  develop	
  a	
  solution	
  or	
  complete	
  a	
  project,	
  use	
  multiple	
  
processes	
  and	
  diverse	
  perspectives	
  to	
  explore	
  alternative	
  solutions.	
  

	
  
Phase	
  4:	
  Prototyping	
  
	
  This	
  phase	
  has	
  the	
  students	
  building	
  their	
  ideas.	
  	
  These	
  prototypes	
  can	
  be	
  a	
  physical	
  model,	
  a	
  
storyboard,	
  a	
  sketch,	
  a	
  presentation,	
  role-­‐playing	
  or	
  whatever	
  the	
  teams	
  deem	
  appropriate	
  to	
  
share	
  their	
  ideas	
  to	
  others.	
  	
  The	
  goal	
  of	
  the	
  prototype	
  is	
  to	
  fail	
  early	
  to	
  produce	
  the	
  best	
  
innovative	
  solution.	
  	
  	
  
Common	
  Core	
  

• WS	
  1	
  –	
  write	
  arguments	
  to	
  support	
  claims	
  in	
  an	
  analysis	
  of	
  substantive	
  topics	
  or	
  texts,	
  using	
  
valid	
  reasoning	
  and	
  relevant/sufficient	
  evidence.	
  

• SL	
  1	
  –	
  prepare	
  for	
  and	
  participate	
  effectively	
  in	
  a	
  range	
  of	
  conversations	
  and	
  collaborations	
  
with	
  diverse	
  partners,	
  building	
  on	
  other’s	
  ideas	
  and	
  expressing	
  their	
  own	
  clearly	
  and	
  
persuasively.	
  

NETS-­‐S	
  
• Nets	
  1	
  -­‐	
  Apply	
  existing	
  knowledge	
  to	
  generate	
  new	
  ideas,	
  products,	
  or	
  processes,	
  create	
  

original	
  works	
  as	
  a	
  means	
  of	
  personal	
  or	
  group	
  expression,	
  Use	
  models	
  and	
  simulations	
  to	
  
explore	
  complex	
  systems	
  and	
  issues,	
  Identify	
  trends	
  and	
  forecast	
  possibilities.	
  

• Nets	
  2	
  -­‐	
  Interact,	
  collaborate	
  and	
  publish	
  with	
  peers	
  experts,	
  or	
  others	
  employing	
  a	
  variety	
  
of	
  digital	
  environments	
  and	
  formats,	
  communicate	
  information	
  and	
  ideas	
  effectively	
  to	
  
multiple	
  audiences,	
  using	
  a	
  variety	
  of	
  media	
  and	
  formats,	
  contribute	
  to	
  teams	
  to	
  produce	
  
original	
  works	
  or	
  solve	
  problems.	
  

• Nets	
  4	
  -­‐	
  Plan	
  and	
  manage	
  activities	
  to	
  develop	
  a	
  solution	
  or	
  complete	
  a	
  project,	
  use	
  multiple	
  
processes	
  and	
  diverse	
  perspectives	
  to	
  explore	
  alternative	
  solutions.	
  

	
  
Phase	
  5:	
  Refinement	
  
Now	
  that	
  the	
  students	
  have	
  gone	
  through	
  the	
  process	
  of	
  prototyping	
  and	
  incorporating	
  all	
  the	
  
feedback	
  that	
  they	
  received,	
  they	
  are	
  ready	
  to	
  take	
  their	
  innovative	
  ideas	
  to	
  the	
  greater	
  public.	
  	
  
This	
  could	
  be	
  another	
  class,	
  the	
  teachers	
  or	
  the	
  community.	
  	
  From	
  that	
  experience	
  and	
  feedback	
  
they	
  make	
  their	
  final	
  changes.	
  	
  At	
  this	
  point	
  their	
  product/solution	
  can	
  be	
  graded.	
  	
  	
  	
  
Common	
  Core	
  

• WS	
  1	
  –	
  write	
  arguments	
  to	
  support	
  claims	
  in	
  an	
  analysis	
  of	
  substantive	
  topics	
  or	
  texts,	
  using	
  
valid	
  reasoning	
  and	
  relevant/sufficient	
  evidence.	
  

• AV	
  6	
  -­‐	
  Acquire	
  and	
  use	
  a	
  range	
  of	
  general	
  academic	
  and	
  domain	
  specific	
  words	
  and	
  phrases	
  



	
  
	
  
	
  

sufficient	
  for	
  reading,	
  writing	
  and	
  listening.	
  
NETS-­‐S	
  

• Nets	
  1	
  -­‐	
  Interact,	
  collaborate	
  and	
  publish	
  with	
  peers	
  experts,	
  or	
  others	
  employing	
  a	
  variety	
  
of	
  digital	
  environments	
  and	
  formats,	
  communicate	
  information	
  and	
  ideas	
  effectively	
  to	
  
multiple	
  audiences,	
  using	
  a	
  variety	
  of	
  media	
  and	
  formats	
  

• Nets	
  2	
  -­‐	
  Communicate	
  information	
  and	
  ideas	
  effectively	
  to	
  multiple	
  audiences,	
  
• Nets	
  4	
  –	
  Collect	
  and	
  analyze	
  data	
  to	
  identify	
  solutions	
  and/or	
  make	
  informed	
  decisions.	
  

	
  
Assessment	
  
Assessing	
  the	
  design	
  thinking	
  process	
  can	
  take	
  many	
  forms.	
  	
  You	
  can	
  use	
  rubrics	
  to	
  assess	
  the	
  
final	
  product,	
  the	
  entire	
  process	
  or	
  pieces	
  of	
  the	
  process.	
  	
  It	
  is	
  up	
  to	
  you.	
  
	
  
	
  
	
  
	
  
	
  
	
  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



	
  
	
  
	
  
 WHAT’S  IN  THIS  PHASE 

3-­‐3 T
ell	
   Stories	
   41	
  

3-­‐4 S
	
   46	
  

  
 
 
 
 
 

 
Under this license, you are free: 
	
  

 

ATTRIBUTION   You must attribute the 
work in the manner specified as  below.
You cannot attribute the work in any 
manner that suggests that  L U S D, 

IDEO OR STANFORD endorses you or 
your use of the work. 

	
  
	
  

 
SHARE  ALIKE   If you alter, transform, or 
build upon this work, you may 
distribute the resulting work only 
under the same Creative Commons
 
Attribution-NonCommercial-ShareAlike 
3.0 Unported license (CC BY-NC-SA 
3.0). 

 

  

 

  

 
to distribute and/or link to such 
translated versions (either as is, or as 
further modified by IDEO). 

	
  



	
  
	
  
	
  
	
  


